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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light pattems or flashing lights. Exposure to certain 
pattems or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation®2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

e This disc is intended for use only with PlayStation®2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 


a en 


TABLE OF CONTENTS 


Getting Started 2 
Starting Up 3 
Default Controls 4 
Main Menu 5 
New Game 5 
Load Game 5 
Options 6 
Previously on 24... if 
Other Mission Types 8 
Playing the Game 8 
On Foot 8 
Driving 13 
Other Missions 14 
Cinematic Sequences 15 
Pause Menu 16 
Profiles 16 
CTU: The Counter Terrorist Unit 16 
Government Officials 18 
Weapons 19 
Tips 22 
Cast & Credits 23 
Limited Software Warranty 
and License Agreement Sis) 
Warranty 36 
Product Support 37 


24™ & © 2006 Twentieth Century Fox Film Corporation. All rights reserved. 
Twentieth Century Fox Television, 24, and their associated logos are registered 
trademarks or trademarks of Twentieth Century Fox Film Corporation. 


GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD siot 1 


disc tray 
RESET button 


_____ OPEN button 


USB connector 


controller port 1 ———————_—_ | * Note: Illustration may not match all 

controller port 2 —_—_——— PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, refer 
to the setup instructions supplied with your system. 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 
(located on the back of the console) is turned ON. Press the RESET button. 
When the power indicator lights up, press the OPEN button and the display will 
open. Place the 24: The Game disc on the disc tray with the label side facing up. 
Press the OPEN button again and the disc tray will close. Attach game controllers 
and other peripherals, as appropriate. Follow on-screen instructions and refer to 
this manual for information on using the software. 


Owners of SCPH-30000 and SCPH-50000 series consoles should refer to the 
setup instructions supplied with the console. 


Before commencing play, it is recommended that you select your preferred 
language from the console’s System Configuration Menu. 


Memory Card (8MB)(for PlayStation®2) 


PLEASE NOTE: Throughout this manual, the term ‘Memory Card’ is used to 
describe the Memory Card (8MB)(for PlayStation®2) - (SCPH-10020 E). Memory 
Cards (SCPH-1020 E) designed for use with the PlayStation® format software are 
not compatible with this game. 


To save game settings and progress, insert a Memory Card into MEMORY CARD 
slot 1. You can load saved game data from the same Memory Card or any 
Memory Card containing previously saved game data. Make sure there is enough 
free space on your Memory Card before commencing play. 
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STARTING UP 


DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button 


, > R22 button 
| L1 button | 


ae RI DON 


directional 
buttons 


A button 


orale © button 


left analog stick ' | 
(L3 button when pushed down) 
SELECT button — 


X_ button 
ANALOG mode button. | | '—~[}]_ button 
START button ~ 
right analog stick 


(R3 button when pushed down) 


In this manual, #, §, , => etc. are used to denote the direction of both the 
directional buttons and the left analog stick unless stated otherwise. 


On boot up, the DUALSHOCK®2 Analog Controller will default to analog mode 
(indicator: red). 24: The Game only supports the use of the DUALSHOCK*2 
Analog Controller. 
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DEFAULT CONTROLS 


Aim view Shoot 


Re-center camera Challenge/Issue command 


| ON-FOOT | 


ie 


<-/=> zouSTING : Stealth mode 
_ Select : SONY Y toggle 
inventory - 
item | 2) Praystaricn ) } Roll/climb 


SELECT START 

tit | ANALG 
Select 
weapon 


Use cover / 
action / 
restrain 


hold down 
Use PDA to Sprint 
Punch/kick / stealth take 


Move Pause down / drag/search body 


Rotate camera 
(when locked on an enemy 
flick quickly to change targets) 


Reload (push down) 


Rear view 


Full map Handbrake 


| DRIVING | 


Z™*O0HSTYNG \ Enter/Exit 
SONY ’ vehicle 


: Handbrake 
SELECT START ” 
ANALpO \ { 


Accelerate 


[ ) Playstation fe 


Brake/Reverse | 


Steer 


Accelerate/Brake/Reverse 
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MAIN MENU 


Press the or § directional buttons to choose one of the following options from 
the Main Menu: 


New Game Start a new game from the beginning 

Load Game Load previously saved 24: The Game data 
Options Adjust a variety of game configuration options 
Previously on 24... View mission rankings and bonus features 


NOTE: See the following sections of this manual for further details on each 
of the above options. 


NEW GAME 

Select New Game from the Main Menu to start playing through the story from the 
beginning. It’s 06:00 am. Jack Bauer and a CTU team are in position ready to 
storm a ship in the Port of Los Angeles. It’s the start of what’s going to become a 
very long day... 


CREATING A SAVE FILE 


24: The Game uses an auto-save feature to save game progress and settings to a | 
Memory Card inserted into MEMORY CARD slot 1. After selecting New Game | 
from the Main Menu, if no save data is present on the Memory Card, an on- | 
screen message will be displayed prompting you to create a new save file. Select | 
Yes and press the & button to create the save file. Make sure there is enough | 
free space on your Memory Card before commencing play. 


You can keep up to four save files of 24: The Game on a single Memory Card. 


NOTE: An auto-save icon is displayed on-screen whenever progress is being auto- | 
saved. Do not remove the Memory Card while auto-saving. The on-screen position 

of the auto-save icon may vary depending on what else is displayed on-screen at 

that time. 


CAUTION: If you start a new game without a Memory Card present and then 
insert one during play, you will initially need to save your progress manually. 
Select Save Game from the Pause Menu in order to choose a save file, and 
subsequently initiate the auto-save feature. 


LOAD GAME 

Choose Load Game from the Main Menu if game data has been previously saved 
to Memory Card. Press the # or $ directional buttons to choose the save file you 
wish to load, and press the & button to select it. 
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OPTIONS 

Press the # or § directional buttons to highlight one of the following options sub 
menus and press the & button to confirm. Options can then be reconfigured by 
pressing the = or = directional buttons. 


CAMERA 

Camera Mode Choose either Auto or Manual camera modes 

Camera Tilt Select Normal or Inverted 

Camera Pan Select Normal or fnverted 

AIMING 

Control Style Choose Assist or Manual 

Control Invert Select Normal or Inverted 

Initial Aim Select Character or Camera 

Sensitivity Increase or decrease the sensitivity of aiming control 
by adjusting the speed of aim cursor movement 

CONTROL 


Control Configuration 

Press the & button, then select from three alternative control configurations for 
each gameplay scenario — press the @ button to toggle between on-foot controls, 
aiming controls and driving controls then change the Configuration by pressing 
the = or => directional buttons 


Vibration 
Toggle the vibration function of the DUALSHOCK®2 Analog Controller On or Off 


Auto Best Weapon 
If this option is set to on, the best weapon in your inventory will automatically be 
selected 


No Ammo Weapon Switch 
Select On to automatically switch to another weapon when the ammo in your 
current weapon runs out 


AUDIO 
Audio Mode Select Surround, Mono or Stereo | 
Music Volume Increase or decrease the volume of in-game music 

Speech Volume Adjust the volume of in-game speech 

Effects Volume Adjust the volume of in-game sound effects 
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VIDEO 
Widescreen Toggle the widescreen display format On or Off 
TV Mode Select either 50Hz or 60Hz display mode 


Brightness Adjust Increase or decrease the brightness level 


Screen Adjust Reposition the game screen on your TV, using the right 
analog stick to adjust the position of the display 


PREVIOUS LY-GN: 24... 
Select ‘Previously on 24...’ to access mission rankings, extras and any unlocked 
bonus features. 


MISSIONS 


Press ¥ or $ to select a save file to load and press the & button to access data 
for that file. The General Grade screen will be displayed, showing your overall 
ranking in the top-right of the screen. Scroll through the Overall Statistics on this 
screen by pushing the right analog stick # or §. Among other things these 
include Accuracy, Enemies Killed and the value of Property Damage you have 
caused by reckless driving and shooting. Press the ® button to return to the 
Main Menu. 


NOTE: Actions that affect your ranking are indicated during the game by a green 
plus or red minus symbol next to the map. 


You can also press = or = to select Missions, Movies and Story So Far, 
although these options only become fully available once you have completed at 
least one mission. By selecting Missions from this menu, you can replay any 
missions you have completed and view any unlocked bonus features. Choose 
Movies to review unlocked cinematic sequences and Story So Far to view an hour 
by hour plot summary, which can be scrolled through using the right analog stick. 


SEASON 4 TRAILER 
Watch a special trailer for Season 4 of 24, available to buy on DVD. 


CREDITS 
View the credits for 24: The Game. 
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OTHER MISSION TYPES 

As well as on-foot and driving sections, there are several other types of 
missions that must be successfully completed. These include sniping, 
interrogating suspects and making use of CTU gadgets and technology. 
The controls for these activities are displayed in on-screen overviews 
before they begin. 


PLAYING THE GAME 


In much the same way as the TV show, 24: The Game is divided chronologically 
into 24 installments. Each “installment” contains a number of different missions 
that must be completed as the plot thickens and the tension continues to build. 


ON-FOOT 

Weapon 
Health / 

Body Armor Rounds 
remaining 
Rounds 
in clip 

Map 
TUTORIALS 


At certain points during the game, tutorial sequences will help you master 
specific actions, such as using cover and aiming. Tutorials will launch at specific 
points during play when you step into a glowing gold marker. 


NOTE: When entering the tutorial near the beginning of the first mission please 
note that the instructions in the “Aiming” section apply to the default aiming 
controls (“Config A”). 


Specific overviews are also provided before undertaking missions like 
interrogation, sniping or using CTU gadgets. \ 


SELECTING WEAPONS AND EQUIPMENT 


Press the @= or = directional buttons to scroll through the weapons in your 
inventory. The number of rounds in the clip and the total number of rounds 
remaining are displayed on screen. Press the & button to select the 

desired weapon. 
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If you are in a public place, keep your weapon concealed until absolutely 
necessary to avoid causing alarm. 


\ Press the or § directional buttons to scroll through any items in your 
! possession. To use an item, such as a PDA or a health pack, highlight it and 
press the & button. 


HEALTH AND BODY ARMOR 


Health and body armor stats are displayed in the top left corner of the 
| game screen. 


If you are wearing body armor, an orange bar indicates its condition. This bar 
depletes when damage is taken. When the orange bar is completely depleted, the 
display will switch to the health meter. The health meter consists of five colored 
blocks which gradually reduce as you take damage. If the health blocks are 
completely used up, your character will die and the game will end. 


Health packs, body armor and wall-mounted health stations can sometimes be 
found during missions. Body armor is automatically equipped, health packs are 
stored in your inventory and can be selected and used when necessary by 
pressing the # or $ directional buttons, followed by the € button to confirm. To 
use a health station, walk up to it and press and hold the ® button until health 
is replenished. 


You can also find adrenaline pills which, when used, provide a short term health 
bonus. This bonus diminishes over time and will deteriorate more quickly as 
damage is taken. If your character is wearing body armor, this bonus health will 
be used up and lost before the body armor takes damage. 


SO a 


NOTE: If you are playing for a high score, remember that you will be penalized 
for using health stations, packs and adrenaline pills. One of the statistics on the 
Missions section of Mission Rankings is a measure of how much health you have 
used, including any adrenaline health bonuses. If you're trying to achieve the top 
rankings, using additional health or adrenaline will have a negative impact on 
your score. 


OS 
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USING COVER 


Effectively using cover 
is the first armed 
combat skill any CTU 
agent must master. 
Taking cover behind 
solid objects while an 
enemy is shooting 
provides obvious 
advantages in a fire 
fight; you minimize 
the chance of injury, 
reload as safely as possible and can pick the most appropriate moment to return 
fire and take enemies down. 


When adjacent to suitable surfaces — i.e. to the side of door frames or behind 
packing crates — press the @ button to take cover. 


While taking cover, the viewing angle may shift slightly to allow you to see through 
the door or around the object that is shielding you. You can get a better view of 
what's around the corner by pushing the right analog stick #, §, « or =. From 
this position, press and hold the button to enter aim mode, allowing you to 
momentarily break cover to aim and fire. Releasing the button will return 
you to the cover position. To stop using cover simply move away from the door 
frame or cover surface. 


AIMING 


Press and hold the 
button to enter 
aim mode and flick 
the right analog stick 
, 4, or to 
lock on to a target. 
Once locked on to an 
enemy, the aim X USE COVER 
cursor expands to a 
targeting circle, allowing you to accurately direct shots at targets. In aim 
mode, the aim cursor will initially lock on to an enemy's chest; this is the 
widest area of the body and provides the greatest opportunity for a successful 
hit. However, by carefully moving the right analog stick, you can position the 
targeting dot within the circle to fire more accurate shots — such as head 
shots — to take down enemies quickly. For even greater accuracy, get closer 
to the target; the aim cursor will turn from grey to yellow once you reach an 
appropriate distance. 
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NOTE: When the aim cursor turns red, the shot you are trying to make is blocked 
and can not be taken. 


When ready, press the SGEMI button to fire. You can also reload while aiming by 
pressing the R3 button. 


When multiple targets are in view, quickly flick the right analog stick in the 
direction of an alternative enemy to lock on to them. The triangular markers 
around the edge of the aim cursor show you the direction of other targets you can 
switch to if you flick the right analog stick in that direction. 


NOTE: You can adjust aiming specifications via the Options menu. It is 
recommended that new players choose the Assist aiming option. 


USING THE PDA 


The PDA is a useful source of 
information and can be accessed 
either by selecting it from your 
inventory or by pressing the 
button. 


Press the = and = directional 
buttons to scroll through the Mission 
Briefing, Map Viewer, Help 
Overview and Weapon Information screens. To scroll up or down on individual 
PDA information screens, push the left analog stick # or }. 


When looking at the PDA’s Map Viewer screen, press and hold the button 
to display a legend that summarizes the icons used on the map. If you are in a 
location with more than one story, you can view the plans for other floors by 
pressing the button or the button. 


USING THE ON-SCREEN MAP 


In many situations, a map is displayed in the bottom right corner of the game 
screen. The green arrow in the center of the map indicates your current position. 
Enemies appear as red dots; and bystanders, hostages and members of the 
public are displayed as green dots. 
Ally characters, such as SWAT team 
members or other CTU agents, are 
displayed as blue dots. 


When they are outside the visible 
map area, mission targets are 
displayed around the map’s outer 
edges as yellow markers. These 
indicate the direction in which you 


must head to reach a target; when you are in close proximity to the target it will 
be displayed as a yellow star. 


RANKING INDICATORS 


__Indicators-are-displayed_to the right of the mapas red minuses, green_pluses and 
blue dollar signs when you do something that affects your ranking. A red minus 
symbol signifies something that has a negative impact (like shooting at a civilian) 
and a green plus symbol is displayed when you do something positive. The blue $ 
symbol highlights property damage. 


ISSUING ORDERS 


When leading an ally character you can issue instructions to make them perform 
specific actions. With the button held, push the right analog stick to give 
orders, for example, “WAIT” will instruct them to halt and take cover; “FOLLOW” 
will make them move forward. 


STEALTH MODE 


Press the ® button to enter stealth mode. Push the left analog stick gently to 
sneak forwards. When in stealth mode you will proceed silently and with caution. 
You will also make better use of the surrounding environment, automatically 

| ducking down to the height of low cover objects and hopefully thus avoiding 
detection by enemies. 


INCAPACITATING ENEMIES 


In certain situations you can attempt to order enemies to surrender by pressing 
the SGM button, as outlined previously. Occasionally, enemies may surrender of 
their own volition. In these situations, approach the defenseless enemy and press 
the & button to restrain them or the @ button to take them down. In certain 
missions, restraining enemies is of greater importance. 


When using stealth mode to sneak up on an unaware enemy, try locking-on to 
them, getting close and pressing the button to issue a “whispered 
challenge”. This is a significantly more reliable way of making enemies surrender 
than by issuing a straightforward order. 


SEARCHING AND DRAGGING BODIES 


You can search downed enemies and victims by standing over their body and 
pressing the @ button. This is especially useful when you are low on ammo. 


| 


Occasionally, it might be a good idea to drag bodies out of view, especially on 
stealth orientated missions; you don’t want to be leaving a trail to your position 
after all. Press and hold the @ button at either end of a body to grab it; then 
drag it by pushing the left analog stick in any direction. 


Cc ta 


NOTE: If you come across weapons dropped in the field, simply run over them to 
pick them up. You can only carry one of any particular type of weapon, so if you 
find a weapon you've already got, you will just take its ammo. 


DRIVING 


Map 


During the game you will often have to hit the streets and get across town by 
car. In these driving missions, press and hold the .@, button to view a list of 
your current objectives. 


THE MAP 


The map is used in a similar way as in on-foot missions; simply follow the target 
indicators until you reach each target point. You can view an expanded map of 
the area by pressing and holding the button. 


DAMAGED VEHICLES 


Vehicles are expendable, and unfortunately every now and again you're going to 
run one of them in to the ground. You can still drive a vehicle as it becomes 

! increasingly damaged, but if it catches fire it’s a good idea to jump out before the 
vehicle blows, taking you with it. 


COMMANDEERING VEHICLES 


If you need to pick up a car to carry on your mission, either find a parked vehicle, 
or press and hold the button and select the “STOP YOUR VEHICLE” 
announcement and show your badge to the driver of an oncoming car to climb 
behind the wheel. Press the ® button when next to a stationary car to climb 
behind the wheel. 
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OTHER MISSIONS 
INTERROGATION 


Interrogation skills are of vital importance when you're battling against the clock 
as well as a network of terrorists. A good interrogator knows exactly when to play 
the good guy, calming a jumpy Suspect, and equally knows when nothing but raw 
aggression will yield the kind of answers that can save lives. 

When interrogating a 
suspect, a Stress 
Graph is displayed on 
screen indicating the 
suspect’s current 
stress level. You must 
work their stress level 


upwards or poor 
downwards into the Roan 
Cooperation Zone cans 


by using different 
approaches. The Cooperation Zone signifies the point at which suspects 
momentarily begin to crack, allowing you to extract information that can be used 
to continue the interrogation. 


By pressing the @ button you will question the suspect aggressively and thus 
cause their stress level to rise. Press the @ button to adopt a more coaxing 
approach, maintaining the current level of pressure, and press the € button to 
calm them down. Pushing the suspect too hard, or not hard enough, can make 
them completely un-cooperative. 


Every time you successfully hit the suspect’s Cooperation Zone with a question, a 
colored progress bar to the side of the graph will gradually fill. When the progress 
bar is almost filled to the top you can enter the breaking stage, finally breaking 
down the suspect. At this point, press the © button when the stress level is in 
the Cooperation Zone to complete the interrogation and extract the information. 


SNIPING 


Taking out targets from a distance using a sniper rifle might seem pretty straight 
forward, but it requires a degree of skill and a steady aim. In particular sniping 
situations, the locations of individual targets are indicated by yellow markers 
around the edge of your telescopic sight. Darker yellow arrows highlight targets 
that are further away, lighter arrows indicate targets that are closer to you. 


The sniper rifle can be panned in any direction by pushing the right analog stick 
4. ¥, © or =; the left analog stick is used to zoom in and out on targets. 
Press the SEEM button to shoot. Only one round can be loaded into the chamber 
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of the sniper rifle at a time, meaning the gun takes a few seconds to reload after 
every shot; bear this in mind when shooting at targets and make sure your aim is 
on target before they duck out of harms way. 


Remember that the satellite tracking technology used to pinpoint targets is not 
100% perfect; some potential targets might be civilians so don’t let off a round 
until you're sure whom you are aiming at. 


GADGETS 


The CTU has a lot of high 
tech equipment to help 
agents deal with particular 
situations. These range from 
circuit breakers for diffusing 
electrically triggered explosive 
devices and unlocking doors, 
to file decryption programs 
and network hacking software. Waypoints: Clearedi (07a: ae 


43 Circuit Breaker 


Before operating a particular 
piece of equipment for the first time, read through the overview displayed 
on-screen. This overview explains what actions are required, alongside the 
relevant controls. You can see the next overview slide by pressing the & 
button and the previous slide by pressing the ® button. 


NOTE: When using the circuit breaker gadget, press the button and 
button to zoom in and out, and press the SGEMI button for a view of 
the full circuit. 


CINEMATIC SEQUENCES 

Throughout the game the story unfolds via a number of cinematic sequences. 
Watching closely allows you to stay up to speed with all the different plot strands 
as they unravel, but if you want to skip a sequence, press the ® button. You can 
pause cinematic sequences by pressing the 2, button. 
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PAUSE MENU 


Press the 2. button during play to pause the action. The following options are 
available on the Pause Menu: 


Resume Return to the game 2 

Options See the Options section of this manual 
Restart Mission Return to the beginning of the current mission 
Save Game Save your progress 

Load Game Load a game previously saved to Memory Card 


Mission Rankings View mission rankings in the same way as when 
selecting “Previously on 24...” from the Main Menu 


Exit Game Quit the game and return to the Main Menu 


NOTE: The Pause Menu is not displayed when pausing cinematic sequences. 


PROFILES 


CTU: THE COUNTER TERRORIST UNIT 
Jack Bauer 


A loyal mainstay of the Los Angeles Counter 
Terrorist Unit. Jack Bauer’s non-compromising 
attitude towards national security makes him a 
highly effective operative, but one who, at times, 
finds himself at odds with his seniors. 


Jack obtained a Masters degree in Criminology and Law 
from UC Berkeley before working for the LAPD's SWAT 
team unit, and then later, as a member of the US Amy’s elite Delta Force. His 
career then progressed into fieldwork for the US Federal Bureau of Investigation, 
before moving to its domestic branch in Los Angeles, the Counter Terrorist Unit. 


Bauer was the Special-Agent-in-Charge of CTU during the attempted 
assassination of Senator David Palmer. On that fateful day, Jack’s wife was killed 
by the traitorous Nina Myers (Jack’s colleague and former lover). Jack was so 
distraught over the murder that he resigned from his senior role and became an 
inactive CTU agent. 


Eighteen months later, Bauer was called back to duty by Palmer to help CTU stop 
a terrorist group from detonating a nuclear bomb in Los Angeles. Shortly after, 
Jack was appointed Director of Field Operations by the new Los Angeles CTU 
Director, Tony Almeida. 
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Tony Almeida 


Tony Almeida obtained an Engineering degree from 
San Diego State University and a Masters degree in 
Computer Science from Stanford before leaving the 
world of academia. 


The next few years were spent building a career in the 
United States’ Marine Corps (attaining the rank of 
First Lieutenant) before joining Los Angeles CTU as an Intelligence Agent. 
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Tony's intensity, focus and commitment ensured that he quickly climbed the 
CTU power hierarchy, eventually attaining the senior position of Los Angeles 
CTU Director. 


Despite recurring conflicts and tensions, Tony and Jack Bauer share a deep- 
seated mutual respect for each other and have worked together on several of 
CTU's most important undertakings. 


Chase Edmunds 


Chase Edmunds worked for the Metropolitan SWAT 
team before being assigned to the CTU 
Washington/Baltimore Unit. He was later assigned to 
the Los Angeles CTU as a Field Operations Agent. 


Chase is a graduate of the prestigious Special Forces 
Operations Training Course, and has won honors in 
SWAT Competition Tactical Shooting events and commendations for weapons 
knowledge and field reconnaissance. 


Chase is currently on assignment, working undercover in Washington D.C. 


Michelle Dessler 


Michelle Dessler obtained a Bachelor of Science at the 
University of California before starting her career at The 
National Institute of Standards and Technology. She 
progressed to a position with the Defense Advanced 
Research Projects Agency before being hired by the 
Los Angeles CTU as an Internet Protocol Manager. 


Michelle quickly became a key team player for the CTU and was instrumental in 
helping Jack Bauer and Tony Almeida prevent a nuclear device from being 
detonated on American soil. 
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Kim Bauer 


Kim is the daughter of Jack and Teri Bauer. A troubled 
teenager, she dropped out of Santa Monica High 
School before applying herself to her studies and 


ultimately attending Santa Monica College for-a-degree 
in Computer Programming. 


With help from her father, Kim has managed to secure 
an internship at the CTU as part of her studies. 


GOVERNMENT OFFICIALS 


* <a President David Palmer 


The young David Palmer excelled at academic and 
sporting pursuits, obtained a Juris Doctorate from 
Maryland School of Law, and became a star NCAA 
basketball player. He then practiced law for several 
years before entering the world of politics. 


Distinguished, charismatic and a cool-headed decision 
maker, Palmer was the Democratic US Senator from Maryland before being 
elected President of the United States. 


President Palmer has been a strong and loyal ally to the CTU, often using his 
presidential influence to back their actions in crisis situations. After successfully 
working in tandem with Jack Bauer to neutralize a nuclear threat to Los Angeles, 
Palmer became the victim of an assassination attempt via a biological agent. He 
is currently recovering from his injuries in Washington D.C. 


Governor James Radford 


James Radford is the Governor of California. He grew up in San Diego, moved to 
Sacramento with his family in his early teens and became interested in state 
affairs. He subsequently worked his way up through the political ranks until he 
was elected governor. 


His political image is very much that of a caring, “man of the people”. 
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WEAPONS 
RF MICRO 


This miniaturized version of the world’s most famous 
machine gun is easily concealed and renowned for its 
reliability and high rate of fire. It has seen service in one 
capacity or another with virtually every military and police 
force around the world. Even the prestigious U.S. Secret Service utilizes it to guard 
government officials, including the President of the United States. 


HAUSER MODEL 10 

: This highly compact machine gun pistol is a simple, low cost 
design with few moving parts. The combination of its small 
size and high cyclic rate of fire make the model 10 rather 


inaccurate in full automatic fire; hence it should be used only 
at close range. 


M80/Z85 ASSAULT RIFLES 
Y7T:. Hailing from Yugoslavia, these modern gas- 
b operated, automatic rifles are renowned for their 
high fire power, light weight and impressive 


accuracy. Although initially they could only be found in their homeland, they are 
now widely exported and have a presence in many countries world wide. 


M16 

The ubiquitous M16 is arguably the most 
powerful and accurate assault rifle in the world. 
It is currently the standard infantry weapon for 


the United States Armed Services. It offers a lethal blend of long range accuracy 
and high velocity ballistics and has no notable weaknesses. 


M4 CARBINE 
a? 5 nl The M4 Carbine is favored by Counter Terrorist and 
Special Forces units due to its combination of 


lightness, compact design and all around solid 
performance (especially in close quarters combat). The M4 has a fast rate of 
automatic fire and is impressively accurate at all but extreme distances. 


PS-553 SNIPER RIFLE 
rr This phenomenally accurate rifle is the 
sniping weapon of choice for CTU agents. 


Three times as heavy as an assault rifle and 
over three feet in length, it features a sophisticated anti-recoil system and is 
effective at up to 1000 yards. 
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AZ7 SOVIET 


This iconic Russian assault rifle was one of the 
first fully automatic guns ever to be produced. 
Over 100 million have been manufactured to 
date. It has a legendary reputation for reliability, and despite being somewhat 
dated, it is still widely used, especially in Third World countries. 


M5K DEUTSCHE 


The M5K Deutsche submachine gun is a 
lightweight, air-cooled, magazine-fed, burst-fire 
weapon that can be shouldered or hand-fired. It is 
standard CTU issue, presenting a fearsome blend of contro! and firepower in a 
compact and extremely reliable package. 
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GRAY MODEL 5 / 
MONTANA T34 SHOTGUNS 


These high-powered, short range, pump-action 
blast weapons have a heavy recoil. These 
tactical shotgun weapons are widely used by law enforcement agencies across the 
globe. They are extremely well suited to disabling enemies at close range, but are 
notably ineffective for long range encounters. 


GRAY MODEL 8 RAPID 


Whereas most other shotguns are slow-to- 
reload, single-shot machines, the Model 8 
offers a fully automatic firing system. This 
massively increases the speed and frequency of projectile delivery, resulting in an 
extremely intimidating weapon. It is especially suited to enclosed environments 
where taking live prisoners is not a priority. 


ELITE PISTOL 


This stylish pistol is Jack Bauer's weapon of choice for 
general duties. Extremely accurate at up to 50 meters ) 
distance, the Elite also excels in terms of reliability, 
ergonomics and feel. 
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P7 PISTOL 


The P7 was developed specifically for the German Police 

Force and features a unique grip cocking lever that allows it 
to be carried safely with a round in the chamber, but always 
ready to fire. The P7’s accuracy, compact design, and the popular three=dot 


sighting system make it very well suited for many defense and tactical 
applications. 


TAG 17 PISTOL / TAG 17 (SILENCED) 


The Tag 17 semi-automatic pistol appeared in 1983. 
Initially destined for use by the Austrian Army, it has 


since become extremely popular with police forces, 
particularly in the USA. It performs strongly in all areas and is renowned for its 
simple, no-nonsense operation. 


WEBER .38 REVOLVER 


Traditionally popular with law enforcement professionals 
around the world, this stainless steel .38 revolver is a 
phenomenally powerful hand gun that delivers a large, heavy 
bullet at very high velocity. The potency of this weapon is exceptional, as is the 
amount of recoil and muzzle flash it produces. 


STUN GUN 


The stun gun is right at the cutting edge of technology. It 
has a limited range but is incredibly effective at disabling 
any nearby enemy without causing permanent damage. The 
gun emits a high-voltage electrical pulse outwards in a 
narrow trajectory which will immediately confuse the target's nervous system, 
rendering them temporarily paralyzed and disoriented. 
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TIPS 


e Use the PDA to review mission objectives; it also contains area maps 
and a help log. 


e Press the button to encourage surrender. The aim cursor will pulse when 
enemies are more likely to surrender. 


© Review your mission rankings and achieve good rankings to open up 
bonus materials. 


¢ When driving make use of the hand-brake by pressing the © button or 
button to turn on sharp corners. 


© Stop enemies from triggering alarms by killing them before they reach the 
switch or by destroying the alarm itself first. 


Fully explore the environment to locate helpful items like body armor. 


© Save hostages by keeping your distance and taking the enemy out with a well- 
aimed headshot. 


© Shoot at objects that look like they might explode to harm nearby enemies. 


© In aim mode the cursor color reflects the accuracy of the weapon. When 
grey, the weapon will be inaccurate; when yellow it will fire exactly at the 
aim point. 


© To take down enemy helicopters more quickly target and shoot their weak 
points - the pilot, rotor blades and engine. 


¢ If you need to capture a suspect alive try shooting to injure and then pressing 
the button to encourage surrender. 


[22] 


| 


CAST & CREDITS 


JACK BAUER 
Kiefer Sutherland 


PRESIDENT DAVID PALMER 
Dennis Haysbert 


MICHELLE DESSLER 
Reiko Aylesworth 


KIM BAUER 
Elisha Cuthbert 


TONY ALMEIDA 
Carlos Bernard 


CHASE EDMUNDS 
James Badge Dale 


GOVERNOR RADFORD 
Andreas Katsulas 


CHLOE O'BRIAN 
Mary-Lynn Rajskub 
RYAN CHAPPELLE 
Paul Schulze 


AGENT TOM BAKER 
Daniel Dae Kim 


VICE PRESIDENT JIM PRESCOTT 
Alan Dale 


KATE WARNER 
Sarah Wynter 


NINA MYERS 
Sarah Clarke 


AGENT AARON PIERCE 
Glenn Morshower 


ADAM KAUFMAN 
Zachary Quinto 


MADSEN 
Christian Kane 


SID 
Tom Sizemore 


Story by 
Duppy Demetrius 
Written by 


Duppy Demetrius 
Chris Sorrell 


Music by 
Sean Callery 


REAL TIME PRODUCTIONS 
24 Creators 
Joel Surnow & Robert Cochran 


Writer 
Duppy Demetrius 


Producer/Post Production 
Paul Gadd 


Director of Photography 
Rodney Charters 


Composer 
Sean Callery 


Marketing & Publicity 
Day Vinson 


24: THE GAME DEVELOPMENT TEAM 
Executive Producer 
James Shepherd 


Producer 
Jean-Baptiste Bolcato 


Creative Director 
Chris Sorrell 


PROGRAMMING 


Lead Programmer 
Matthew Porter 


Player / Camera 
Paul Donovan 
Chris Sorrell 
Ben Hesketh 
Tony Pyle 


A.l. 

Nick Ind 

Darren White 
Michael Blaha 
Daniel Hotop 
Driving 

Stephen Bashow 
Steven Wright 
Daniel Hotop 
Guy Moss 


E-2ar3 


Rendering Engine and Special Effects 
Paul Firth 


Interrogation 
Steven Wright 


Gadgets Implementation 
Juri Oudshoorn 


Level Content 
Ben Hesketh 
Paul Crowder 
Darren White 
Daniel Hotop 
Michael Blaha 


Engine Extensions 
Paul Firth 

Chris Sorrell 
James Busby 

Jim Chaney 


Physics/Collision 
James Busby 
Guillaume Raffy 
Steven Wright 


Localization, Frontend & HUD 
Juri Oudshoorn 
Chris Sorrell 


Optimization 
Gary Antcliffe 
Steven Tattersall 
Julian Rex 


Audio Programming 
Chip Bell 

Gary Richards 

Richard Talbot-Watkins 
Daniel Hotop 


Lead Tools Programmer 
Bryony King 


Tools Programming 
Andrew Scheller 
Christopher Burgess 
Matthew Dickson 
Michael Blaha 

Jim Chaney 
Guillaume Raffy 
Kevin Rose 


Script Database 
Andrew Scheller 
Christopher Burgess 
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Build Systems Support 
Jim Chaney 
Michael Blaha 


ART 


Lead Artist 
Rob Hill 


Characters 
Rob Hill 
Candice Teo 


Additional Characters 
Martin Binfield 

Alex Kanaris-Sotiriou 
Xavier Malard 


Environment Art Director 
Jason Wilson 


Environment Team Lead 
Pete Ridgway 


Environments 
Michael Frost 
Pete Ridgway 
Tony Heap 
Steven Moore 
Pete Giles 

Dave Fletcher 
Richard Priest 
Thomas Jones 
Tamas Bako 
Stuart Bugg 
Richard Thomas 
Ben Levitt 

Chris Riddell 
Shafeq Rahman 
Scott McInnes 
Dean Stolpmann 


City Environment 
Stuart Bugg 
Pete Ridgway 
Richard Priest 


Ingame Animation 
Alan Brand 

Lisa Harmon 

Matt Bagshaw 
Mark Brown 


Cutscenes Supervisor / Storyboards 


Andy Tudor 


Cutscenes Creation 
Lisa Harmon 
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Alan Brand 

Alex Kanaris-Sotiriou 
Martin Binfield 
Matt Bagshaw 
Andy Tudor 
James Stevenson 
Mark Brown 
Matt Stoneham 
Xavier Malard 
Shafeq Rahman 
Richard O'Donovan 
Chris Riddell 
Angelo Bod 

Ben Levitt 

Tony Jackson 
Bruce Millar 

Art Lenavat 
Dalia Al-Husseini 
Rachel Larkum 
Mike Swindall 
Ross Stanton 
Andy Davies 
Dean Stolpmann 


Cutscenes Rendering Support 
Michael Blaha 
Andy Knowles 
Gary Richards 


Vehicles 
Matt Tracey 
Pete Ridgway 
Tamas Baké 


Front-End Graphic Design 
Oliver Wright 


Gadget Graphic Design 
Steven Moore 


Additional Art 
Stuart Adcock 
Ben Durrant 
Wai Yuen 

Andy Davies 
David Kirkland 
Alex Townsend 
Matthew James 


Marketing Materials 
Jason Riley 

Simon Bastow 
Mitch Philips 


Consultancy 
Rodney Charters (24) 


Art Direction Consultancy 
Duppy Demetrius (24) 
Joseph Hedges (24) 

Paul Gadd (24) 

Mark Marcum (24) 
Simon Knights(24) 

Sam Coates 


DESIGN 


Lead Designer 
Katie Sorrell 


Designers 

Alex Sulman 
Katie Sorrell 
Chris Sorrell 


Design Implementation 
Chris Roope 

Kieran Teasdale 

Craig Abraham 

Martin Deacon 

Tim Saunders 

Alex Sulman 

James Stimpson 

Katie Sorrell 

Sarah Hefford 


Additional Design 
Phil Mansell 

Tim Saunders 
Sarah Hefford 
Andy Knowles 
James Shepherd 


Additional Design Implementation 
Rob King 

Andy Knowles 

Matthew Dickson 


Audio Programming: 
A/NV Manager 
Gary Richards 


Creative Services Manager 
Dave Ranyard 


Game Sound Effects Editing 
Lee Banyard 

Nicholas Kidd 

Richard Adams 

Stephen O'Callaghan 
Kenny Young 


Game Sound Recordist 
Nicholas Kidd 
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Cinematic Sound Effects Editing 
Garry Taylor 

Lee Banyard 

Nicholas Kidd 


Dubbing & Surround Mix Engineering 
Nicholas Kidd 

Garry Taylor 

Lee Banyard 


Foley Supervisor 
Garry Taylor 


Game & Cinematic Music Editing 
Lee Banyard 
Al Lindsay 


Game Dialogue Editing & Effects 
Lee Banyard 
Michael de Belle 


Cinematic Dialogue Editing & Effects 
Nicholas Kidd 


Additonal UK Dialogue Recording 
Garry Taylor 
Dan Bardino 


Video Editing: 
Video Editor 
Simon Bastow 


Additional Movies 
and Cutscenes Editing 
Martin Strettyon 
Richard O'Donovan 
Martin Binfield 

Alex Kanaris-Sotiriou 
Andy Knowles 


Video Assistants 
Todd Ledwith 
Lorna Gallacher 


Making of Videos 
Video Department SCEE Liverpool 


Music by 
Sean Callery 


Music Performed by 
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Recorded at Abbey Road Studios, 
London. 


Conductor 
Jonathan Williams 
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Leader 
Andrew Haveron 


Producer 
Richard Aitken 


Executive Producer 
Mare Canham 


Recording Engineer 
Andrew Dudman 


Orchestrator 
Jonathan Williams 


Assistant Engineer 
Edwin Scroggie 


Runner 
Joe Hiett-Smith 


Orchestral Contractor 
Stacey Watton 


SCRIPT DATABASE 


Story by 

Duppy Demetrius (24) 
Chris Sorrell 

Katie Sorrell 

Mark Green 

Andy Tudor 


PRODUCTION & MANAGEMENT 


Studio Communications Manager 
Mark Green 


Additional Production 
Piers Jackson 


Associate Producer 
Ben Hesketh 


Production Assistant 
Andy Knowles 


CAMBRIDGE STUDIO SUPPORT 


IT Manager 
Dean Miller 


IT Assistant 
Simon Miller 


Office Manager 
Sharon Richards 


gid Gael 
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Receptionists 
Lucy Graves 
Catriona Gallacher 


SCEE CENTRAL 


European Product Manager 
Thatch Quach 
Jason Fitzgerald 


Head of Product PR 
Charlotte Panther 


European Software PR Manager 
Rebecca Rice 


European Release Manager 
Louise Welch 


Copyright 
Sam Holding 


Graphic Designer 
Anthony Grace 


EXECUTIVE MANAGEMENT 


Cambridge Studio Manager 
James Shepherd 


VP Development Director 
Jamie MacDonald 


Cambridge Development Director 
Rob Parkin 


Creative Director [Soho/Cambridge] 
Eric Matthews 


President of Development 
SCE Worldwide Studios 
Phil Harrison 


President SCEE 
David Reeves 


VP Marketing & Sales SCEE 
Simon Rutter 


VOICES / CAST 


Voice Direction 
Paul Gadd (24) 


Additional Voice Direction 
Andy Tudor 
Mark Green 


Casting, Celebrity Acquisition, Voice 
Production 
Blindlight, USA 


Casting Director 
Dawn Hershey 


VO Producer 
Alexandra Dorris 


Production Coordinator 
Dave Lieber 


Voice Directors 
Jack Fletcher 
Dawn Hershey 
Jaime Simone 


Recording Engineers & Editors 


J. David Atherton 
Tal Miller 


Executive Assistant 
Jan Sarah Sink 
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JACK BAUER 
Kiefer Sutherland 


DAVID PALMER 
Dennis Haysbert 


MICHELLE DESSLER 
Reiko Aylesworth 


KIM BAUER 
Elisha Cuthbert 


TONY ALMEIDA 
Carlos Bernard 


CHASE EDMUNDS 
James Badge Dale 


CHLOE O'BRIAN 
Mary-Lynn Rajskub 
ADAM KAUFMAN 
Zachary Quinto 


AGENT AARON PIERCE 
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Thomas Kretschmann 


RYAN CHAPPELLE 
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VP JIM PRESCOTT 
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ee 


NINA MYERS 
Sarah Clarke 


KATE WARNER 
Sarah Wynter 


MADSEN 
Christian Kane 


GOVERNOR RADFORD 
Andreas Katsulas 


SID 
Tom Sizemore 
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Danny Cooksey 
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Mona Marshall 
Nika Futterman 
Nolan North 
Page Kennedy 


CAST - VO / UK: 
Laurel Lefkoe 

Kerry Shale 

Larissa Murray 
Regina Reagan 
Stefan Ashton Frank 
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Eric Meyers 

Quarie Marshall 


Foley Crew: 


Recording Engineers 
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Paul Carr 

Jamie Roden 


Foley Artists 
Sue Harding 
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Additonal UK Dialogue Recording 
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Recording Engineer 
Ant Hales 
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Additional Sound Design: 


Original Series Supervising 
Sound Editor 
Jeffrey R. Whitcher (24) 


MOTION CAPTURE 


Mocap Direction 
Andy Tudor 


Assisted by 

Rob Hill 

Lisa Harmon 
Mark Brown 
James Stevenson 


Centroid 

Ben Murray 
Phil Stilgoe 
Leon Stilgoe 
Danny Murdock 
Simon Kay 


Actors 

Tony Morley 

Niki Felstead 
Suzanne Cave 
Jamie Treacher 
Adrian Sellars 
Joseph Gatt 
Rebecca Kenyan 
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One Commando 
Patrick Scales 
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Nick Perrett 

David Barton 

Mike Jones 
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Andy Knowles 
Xavier Malard 

Mitch Philips 

Candice Teo 


Localization, Frontend & HUD 
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Planning and Localization 
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Jennifer Rees 
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Houses and Recording Studios 


TESTING 
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Chris Allen 
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Dan O'Reagan 


LIVERPOOL QA 


Head of QA 
Geoff Rens 
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QA Supervisor 
Gareth Spencer 


Lead Testers 
Alan Mawer 
Simon King 
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Anthony Weekes 
lan Turnbull 

Gary Ellison 

Tom Belton 
Andrew Conlan 
Michael Green 
Rory Abbott 
Brandon Conley 
Rowan Lee 

Derek Hartin 
Fraser McLachlan 
Simon Finnigan 
Shaun Durney 
Daniel Pendleton 
Jonathan Williams 
Scott Hannah 
Jonathan Howard 
Michael van de Waal 
Jason Platt 

Paul Edwards 
Benjamin Goodrum 
Gareth Tynan 
Kevin Dickson 
Robert Karp 
Jenny Newby 
Jeremy Camps 
Richard Grannell 
Darren Langton 
Colin Roskell 


Matthew Anson 
Andy Durney 

Lee O'Connor 

Lee Jones 
Barclay Christmas 
James McGaw 
Jonathan Davies 
Mark Slade 
Jonathan Atherton 
Barry Fearns 
Chris Hopley 
Mark Warburton 
Don Shallcross 
Alan McArdle 
Craig Dunwoody 
Jonathan Georgious 
Nick Wilkie 

Mark Halsall 
Raghavan Sriharan 
Matt Osborne 
Stephen Wignall 
Mark Godwin 
David Schumacher 
Steven Denman 
Robert English 
Noel Fitzsimmons 
Anthony Gill 

Kevin McCormack 
Chris McMahon 
David Nolan 
David Washbrook 
Peter Ronan 
Jonathan Lowe 
Mike Aspinall 
Dave Morgan 
Peter Suen 

Mare Shannon 
John Carter 

John Lewis 


TRC Team Supervisor 
Paul French 


TRC Lead Testers 
Chris Atkinson 
John Hale 


TRC Testers 

Dan Giles 

Dan McCreadie 
Dave Hill 

Greg Munt 

Kevin McCormack 
Lee Champion 
Martin Houghton 
Michael Kennedy 
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Localization QA Supervisor 
Nadine Martin 


Localization QA Lead Tester 
Katharina Tropf 


Localization Testers 
Yolanda Akil 
Silvia Ferrero 
José M Flores 
Rafael Deogracias 
Alberto Pérez 
Pauline Brisoux 
Cedric Gerard 
Alexandre Bastien 
Mathieu Youna 
Harouna Camara 
Paolo Parrucci 
Daniele Tacconi 
Gianni Bianchini 
Daniele De Blasio 
Matthias Pokorny 
Julia Aigner 


Disc Mastering Centre 
Craig Duddle 

Chris Stanley 

Neil Pemberton 
Stephen Allen 

Phil Adams 


MUSIC TRACKS 


Music Licensing: 
Music Licensing Manager 
Sergio Pimentel 


Music Licensing Assistant 
Martin Hewett 


Music Supervisor 
Grace Ep 


Theme from “24” 

Composed by Sean Callery 
Published by TCF Music Publishing 
Inc. [ASCAP] 

Courtesy of Twentieth Century Fox 
Film Corporation 
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ORIGINAL SCORE FROM “24” 


Original Score from the series “24” 
Composed by Sean Callery 


Published by TCF Music Publishing 
Inc. [ASCAP] 

Courtesy of Twentieth Century Fox 
Film Corporation 


Original Score from the “24” Game 
Composed by Sean Callery 
Published by TCF Music Publishing 
Inc. [ASCAP] 

Courtesy of Twentieth Century Fox 
Film Corporation 
www.foxmusic.com 
www.nimrodproductions.com 

The NSO, J. Williams, R. Aitken, M. 
Canham, 

E. Scroggie and J. Hiett-Smith 
appear courtesy of Nimrod Productions 
www.nimrodproductions.com 


24: The Game is using: 

Havok v3.x for physics engine 
Havok™, ©Copyright 1999-2002 
Havok.com Inc. (and its Licensors). 
All Rights Reserved. 

See www.havok.com for details. 


SCREAM [SCEA] for audio engine 
Alias Maya v5.x for 3D modeling & 
animation 

Adobe Photoshop CS for 2D texture 
creation 

Pegasys TMPGEnc plus for Mpeg2 
conversion 

OptPix ImageStudio for 
alpha/@E[colour@EJ@U[color@U] 
reduction 

ThirdWish MagPiePro 1.25 for 
Lipsync generation 


GameMonkey Script v1.23 by Matthew 
Riek and Greg Douglas Copyright © 
2003 Auran Development Ltd. 

Special thanks to all the Localization 
Houses and Recording Studios 


Twentieth Century Fox Licensing & 
Merchandising 
Elie Dekel 
Luke Letizia 
Jamie Samson 
} Kate Carlyle 
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Gail Harrison 
SONY COMPUTER ENTERTAINMENT 
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Pete Waudby 
Rob Needle 
Steve Loughran 
Jim Knowler (Soho) 
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Peter Edwards 
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Yukiko Goto 
Hayley Shield 
Jennie Kong 
Andrew Judge 
Richard Milner 
Katy Alldred 
Nicola Adams 
Mark Zajac 
| Brigitte Weiss (DADC) 
Sean Callery, Cheryl Tiano at Gorfaine 
Schwartz, Marc Canham, Richard 
Aitken, Jonathan Williams and all 
at Nimrod Productions 
Ted Spellman and all at Fox Music 
Max Bolcato 
Samuel Shepherd 
Sophie Richards 
Nathan Heap 
Juliette Raffy 
Valerie Demetrius 
Ang 
Amy Stanford 
Nicola Hayward 
Lotta Hedberg 
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Emma Louise Tattersall 
Hollie Marshall 
Evie Georgiou 
Nicole Naismith 
Ashley Warner 
Gavin Bell 
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Jim Butt 

Gavin Clarke 

Mark Gibbons 
Patrick O'Brien 
Stephen Woodward 
Delivery King 
Moghul Tandoori 


PUBLISHED BY 2K GAMES 


Publishing Director 

Ryan Brant 

Managing Director 

Christoph Hartmann 

VP Product Development 

Greg Gobbi 

VP New Business & Product Planning 
Susan Lewis 


VP Business Affairs 
David Ismailer 


VP Sales & Licensing 
Steve Glickstein 

VP Marketing 

Sarah Anderson 
Development Manager 
Jon Payne 

Director of Marketing 
Tom Bass 

Product Manager 
Roozbeh Ashtyani 
Director of Public Relations 
Marcelyn Ditter 

Public Relations Manager 
Jay Boor 

Media Supervisor 

Larry Stephens 

Director of Marketing Services 
Dorian Rehfield 

Art Director 

Lesley Zinn 

Web Manager 

Gabe Abarcar 


Web Designer 


John Kauderer ae hl fea 


Game Analysts 
Walt Williams 
Jim Yang 


Production Manager 
Jack Scalici 


Production Coordinator 
Frank Fleizach 


Special Thanks 
JBPH 

Mare Berman 
David Benedek 
David Boutry 
Tavio Castrillo 
Dan Einzig 

Jerry Luna 
Miriram MclInnis 
Alison Moy 
Xenia Mul 
Christina Recchio 
Matt Schlosberg 
Nan Teh 

Natalya Wilson 
Peggy Yu 


2K WEST 


General Manager 
Adam Sussman 


Vice President of Operations 
Lorena Billig 


Director of Business Development 
Andy Babb 


Director of Marketing 
Jean Raymond 


Producer 
Tim Hall 


Quality Assurance Director 
Lawrence Durham 


Marketing Coordinator 
Kristin Ladner 


Operations Analyst 
Julian Purcell 
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AV Producer/Editor 
David Saperstein 


Graphic Designer 
Fernando Munoz 


Product Development Coordinator 
David Barksdale 


Network Technician/Product Support 
Adam Birstock 


Quality Assurance Lead Tester 
Chris Lee 


Quality Assurance Senior Testers 
Mike Nehme 
Steve Allstead 


Quality Assurance Standards Testers 
TJ Clark 

Kris Johnson 

Daniel Eguia 


Quality Assurance Testers 
Charles Sheffield 

Danny “Goat” Morris 
Mike Greening 

Xak Chylde Houze 

Matt Newhouse 

Toby Deibel 

Brett “Express” Lane 
Brian Kokoszka 

Robert Newman 

Chris Radoumis 

Paul Diaz 

Dimitri “Sanchez” Becerra 
Jesse Kude 

Julian Brummitt 

Josh Barsell 


Special Thanks 
Merja Reed 
Lydia Jenner 
Scott McCarthy 
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LIMITED SOFTWARE WARRANTY 
AND LICENSE AGREEMENT 


YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE 
WARRANTY AND LICENSE AGREEMENT (THE “AGREEMENT”) AND THE 
TERMS SET FORTH BELOW. THE “SOFTWARE” INCLUDES ALL SOFTWARE 
INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING MANUAL (S), 
PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS 
OR DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND 
ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING, AND/OR USING 
THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE 
SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH 
[TAKE-TWO INTERACTIVE SOFTWARE, INC.] (“LICENSOR”). 


LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR 
hereby grants you the non-exclusive, non-transferable, limited right and license to 
use one copy of the Software for your personal use on a single console. The 
Software is being licensed to you and you hereby acknowledge that no title or 
ownership in the Software is being transferred or assigned and this Agreement 
should not be construed as a sale of any rights in the Software. All rights not 
specifically granted under this Agreement are reserved by LICENSOR and, as 
applicable, its licensors. 


OWNERSHIP. LICENSOR retains all right, title and interest to this Software, 
including, but not limited to, all copyrights, trademarks, trade secrets, trade 
names, proprietary rights, patents, titles, computer codes, audiovisual effects, 
themes, characters, character names, stories, dialog, settings, artwork, sounds 
effects, musical works, and moral rights. The Software is protected by United 
States copyright law and applicable copyright laws and treaties throughout the 
world. The Software may not be copied, reproduced or distributed in any manner 
or medium, in whole or in part, without prior written consent from LICENSOR. 
Any persons copying, reproducing or distributing all or any portion of the Software 
in any manner or medium, will be willfully violating the copyright laws and may 
be subject to civil and criminal penalties. Be advised that Copyright violations 
are subject to penalties of up to $100,000 per violation. The Software contains 
certain licensed materials and LICENSOR’s licensors may protect their rights in 
the event of any violation of this Agreement. 


LICENSE CONDITIONS 
You agree not to: 
(a) Commercially exploit the Software; 


(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this 
Software, or any copies of this Software, without the express prior written 
consent of LICENSOR; 
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(c) Make copies of the Software or any part thereof; 


(d) Except as otherwise specifically provided by the Software or this Agreement, 
use or install the Software (or permit others to do same) on a network, for on- 
line use, or on more than one console at the same time; 


(e) Copy the Software onto a hard drive or other storage device and must run the 
Software from the included CD-ROM or DVD-ROM (although the Software 
may automatically copy a portion of itself onto your console during installation 
in order to run more efficiently); 


(f) use or copy the Software at a computer gaming center or any other location- 
based site; provided, that LICENSOR may offer you a separate site license 
agreement to make the Software available for commercial use;. 
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Reverse engineer, decompile, disassemble or otherwise modify the Software, 
in whole or in part; 


(g 


(h) Remove or modify any proprietary notices or labels contained on or within the 
Software; and 


(i) transport, export or re-export (directly or indirectly) into any country forbidden 
to receive such Software by any U.S. export laws or accompanying regulations 
or otherwise violate such laws or regulations, that may be amended from time 
to time. 


LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and 
original purchaser of the Software) that the original storage medium holding the 
Software is free from defects in material and workmanship under normal use and 
service for 90 days from the date of purchase. If for any reason you find a defect 
in the storage medium during the warranty period, LICENSOR agrees to replace, 
free of charge, any Software discovered to be defective within the warranty period 
as long as the Software is currently being manufactured by LICENSOR. If the 
Software is no longer available, LICENSOR retains the right to substitute a similar 
program of equal or greater value. This warranty is limited to the storage medium 
containing the Software as originally provided by LICENSOR and is not applicable 
to normal wear and tear. This warranty shall not be applicable and shall be void if 
the defect has arisen through abuse, mistreatment, or neglect. Any implied 
warranties prescribed by statute are expressly limited to the 90-day period 
described above. 


Except as set forth above, this warranty is in lieu of all other warranties, whether 
oral or written, express or implied, including any other warranty of 
merchantability, fitness for a particular purpose or non-infringement, and no other 
representations or warranties of any kind shall be binding on LICENSOR. 


When returning the Software subject to the limited warranty above, please send 
the original Software only to the LICENSOR address specified below and 
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include: your name and return address; a photocopy of your dated sales receipt; 
and a brief note describing the defect and the system on which you are running 
the Software. 


IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SOFTWARE, INCLUDING DAMAGES TO PROPERTY, 
LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE 
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF 
LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
LICENSOR’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR 
USE OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION 
OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT VARY 
FROM JURISDICTION TO JURISDICTION. 

; 


TERMINATION: This Agreement will terminate automatically if you fail to comply 
with its terms and conditions. In such event, you must destroy all copies of the 
Software and all of its component parts. You can also end this Agreement by 
destroying the Software and all copies and reproductions of the Software and 
deleting and permanently purging the Software from any client server or computer 
on which it has been installed. 


U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation 
have been developed entirely at private expense and are provided as “Commercial 
Computer Software” or “restricted computer software.” Use, duplication or 
disclosure by the U.S. Government or a U.S. Government subcontractor is subject 
to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical 
Date and Computer Software clauses in DFARS 252.227-7013 or as set forth in 
subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted 
Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer 
is the LICENSOR at the location listed below. 


EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are 
not specifically enforced, LICENSOR will be irreparably damaged, and therefore 
you agree that LICENSOR shall be entitled, without bond, other security, proof of 
damages, to appropriate equitable remedies with respect any of this Agreement, 
in addition to any other available remedies. 


INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, 
licensors, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or indirectly 

| from your acts and omissions to act in using the Software pursuant to the terms 
of the Agreement. 


De eee 


Can 


ee YN ae 


MISCELLANEOUS: This Agreement represents the complete agreement 
concerning this license between the parties and supersedes all prior agreements 
and representations between them. It may be amended only by a writing executed 
by both parties. If any provision of this Agreement is held to be unenforceable for 
any reason, such provision shall be reformed only to the extent necessary to make 
it enforceable and the remaining provisions of this Agreement shall not be 
affected. This Agreement shall be construed under New York law as such law is | 
applied to agreements between New York residents entered into and to be 
performed within New York, except as governed by federal law and you consent to 
the exclusive jurisdiction of the sate and federal courts in New York, New York. 


IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOU MAY 
CONTACT IN WRITING TAKE-TWO INTERACTIVE SOFTWARE, INC. 
622 BROADWAY, NEW YORK, NY 10012. 


WARRANTY 


2K Games, a division of Take-Two Interactive Software, Inc., warrants to the 
purchaser only that the disc provided with this manual and the software program 
coded on it will perform in accordance with the description in this manual when used 
with the specified equipment, for a period of 90 days from the date of purchase. 


If this program is found to be defective within 90 days of purchase, it will be 

replaced. Simply return the disc to 2K Games or its authorized dealer along with 
a dated proof of purchase. Replacement of the disc, free of charge to the original 
purchaser (except for the cost to return the disc) is the full extent of our liability. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL 
OR WRITTEN, EXPRESSED OR IMPLIED. ALL IMPLIED WARRANTIES, 
INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 
DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. 


2K Games shall not be liable for incidental and/or consequential damages for 

the breach of any express or implied warranty including damage to property 

and, to the extent permitted by law, damage for personal injury, even if 2K 

Games has been advised of the possibility of such damages. Some states do 

not allow the exclusion or limitation of any incidental or consequential 

damages or limitations on how long an implied warranty lasts, so the above : 
limitations or exclusions may not apply to you. This warranty shall not be 
applicable to the extent that any provision of this warranty is prohibited by { 
any federal, state, or municipal law, which cannot be pre-empted. This 

warranty gives you specific legal rights and may also have other rights, which 

may vary from state to state. 
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You may not reproduce, prepare derivative work based on, distribute copies of, 
offer for sale, sell, transfer ownership of, rent, lease, or lend to others the 
Program or accompanying documentation, or any portion or component of the 
Program or accompanying documentation; provided, however, that you may 
transfer the entire Program and accompanying documentation on a permanent 
basis as long as you retain no copies (including archival or backup copies) of the 
Program, accompanying documentation, or any portion or component of the 
Program accompanying documentation, and the receipt agrees to the terms of 
the agreement. Further you may not modify, reverse engineer, disassemble, 
decompile or translate the Program or accompanying documentation, or any 
portion or component of the Program or accompanying documentation, nor may 
you make any copies of the Program modules for use with other programs. This 
program is intended for private use only. 


2K GAMES 
575 BROADWAY 
NEW YORK, NY 10012 


PRODUCT SUPPORT 


For U.S. Support 

Phone: 1-866-219-9839 

Email: usa@take2support.com 
For Canadian Support: 
Phone: 1-800-638-0127 

Email: Canada@take2support.com 


http://www.take2games.com/support 
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In the war on terror, the battlefield is global and only 
one special ops squad can protect the world’s freedom. 
It’s up to you to lead this elite group through deadly 
missions against an enemy fuelled by hatred! 
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